MESSAGE 654076482133426180
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-10 AT 21:46:25.494:
Best proposal: Make <@!179409793885143050>  the Monarch

MESSAGE 655187849943187475
FROM Random Internet Cat IN #proposals-ä4 ON 2019-12-13 AT 23:22:36.228:
Proposal 0:

This is the inital rule:
{
There is a single person who is the Monarch. A proposal is a document submitted by a person other than the Monarch in a channel with the name #​proposals. When the monarch publicly states that they approve a proposal, the changes to the gamestate specified in the proposal occur, except that the Monarch cannot approve a proposal that would specify conditions under which any person wins the game.

No person shall modify or delete proposals.

The Monarch is: <@!164117897025683456> 
}

---

This proposal need not be adopted, because it is the start of a new game, and consensus has been reached for it.

MESSAGE 655193082035437579
FROM Zephnik IN #proposals-ä4 ON 2019-12-13 AT 23:43:23.656:
**Proposal 1**

Create a new rule reading: 

Once a player who isn't the Monarch has 100 or more Points, they take over the Monarch's position as Monarch. 
The Points of the Monarch are reset to 0.

MESSAGE 655196505631621120
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-13 AT 23:56:59.905:
**Proposal 2**

At the moment this proposal is passed, all players except the Monarch gain 10 points.
Anytime a player submits a proposal, that player loses 2 points. Any proposal submitted by a player with 0 points or less is ignored.
When a Monarch loses their title of Monarch, that player gains 10 points.

MESSAGE 655200298905894923
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 00:12:04.292:
**Proposal 3**

Enact a rule with the following text:

If the Monarch fails to either approve or reject a proposal within 72 hours of it being submitted, then that Monarch is ceases to be Monarch and a different participant is  randomly chosen to be the Monarch.

MESSAGE 655201597756014593
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 00:17:13.962:
**Proposal 4**

Enact the following text:

Anytime a player submits a proposal that is passed, that player gains 1 point.

MESSAGE 655203049970597898
FROM rosewinsall IN #proposals-ä4 ON 2019-12-14 AT 00:23:00.197:
Proposal 5: Only a monarch can win. The term win will be defined in a future proposal.

MESSAGE 655205233739431938
FROM Zephnik IN #proposals-ä4 ON 2019-12-14 AT 00:31:40.848:
Proposal 6: 

The name of <#654093020039348255> is changed to #throne-of-judgement. 
The #throne-of-judgement is meant to be used by the Monarch to post rejections/approvals of proposals. 

A channel is added, called #billboard.
The #billboard is meant to be used by the Monarch or server admins/mods for miscellaneous announcements.

MESSAGE 655205285182308384
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 00:31:53.113:
Proposal 7;
Authorship
Every passed proposal is signed with the proposer's name as a 'signature' (or any suitable mark of identification, up to the the monarch's discretion).
Co-authorship
Any accepted ammendments to existing rules gain the proposer of said ammendment's signature, regardless of alterations.
This allows laws to have multiple authors.

MESSAGE 655206835867090944
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 00:38:02.825:
Proposal 8

The first player submit 100 proposals wins :)

MESSAGE 655207725709393927
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 00:41:34.98:
**Proposal 9**

Each person that joins or has joined via <#606240649435545609>  gains 10 points.

MESSAGE 655209855983812631
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 00:50:02.877:
**Proposal 10**

Enact the following rule:

Out of every 20 submitted proposals the Monarch must approve at least 5 proposals. If the Monarch does not then a different participant is randomly selected to be the Monarch.

MESSAGE 655213516260638730
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 01:04:35.555:
Proposal 11

Points
Associated with each player is a scalar quantity known as their points. This is a representation of the number of points owned by them.

MESSAGE 655214316211011596
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 01:07:46.278:
Proposal 12

Recognition of Power Vestation
Whenever the monarch rejects or accepts a rule, they must preface it with
"By the power vested in me, by [entity of monarch's choice]"
This entity may change each time a proposal is rejected or accepted.

MESSAGE 655215129691947050
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 01:11:00.227:
Proposal 13

Points
This rule associates with each player a scalar quantity known as Imperial Points. This is a representation of the number of points owned by them.
Imperial Points (IP for short) may also be referred to as points for short.

MESSAGE 655217041875140668
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 01:18:36.127:
Proposal 14
Enact a rule with the following text:
{
This rule associates with each player a scalar quantity known as Imperial Points. This is a representation of the number of points owned by them.
Imperial Points (IP for short) may also be referred to as points for short.
}

MESSAGE 655317893185142784
FROM Zephnik IN #proposals-ä4 ON 2019-12-14 AT 07:59:20.953:
<no content>

MESSAGE 655317945227935754
FROM Zephnik IN #proposals-ä4 ON 2019-12-14 AT 07:59:33.361:
<no content>

MESSAGE 655352832676855828
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-14 AT 10:18:11.177:
**Proposal 15**

Enact the following rule:

Anytime the Monarch approves a proposal they gain 1 point.

MESSAGE 655381674837803018
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 12:12:47.684:
Proposal 16

Enact a rule with the following text:
{
Each player must display how many points they have by displaying it numerically in their nickname.
E.g. Wolfgang (IP)
}

My reasoning behind this one is that points will definitely become important later and it'd be great for each player's standing to be easily visible.

MESSAGE 655382132243300394
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 12:14:36.738:
Proposal 17

Every player (excluding the monarch) gains 10 Imperial Points.

MESSAGE 655410126425030666
FROM Avery Lychee IN #proposals-ä4 ON 2019-12-14 AT 14:05:51.071:
**Proposal 18**

Enact a rule with the following text:
{
When a player ceases to be a monarch, then they must choose one of the other players. The player that they choose gains 1 IP.
}

MESSAGE 655411968919994395
FROM Avery Lychee IN #proposals-ä4 ON 2019-12-14 AT 14:13:10.356:
**Proposal 19**

Enact a rule with the following text:
{
If 2 or more rules conflict or contradict each other, then the monarch chooses which rule (s) take precedence>
}

MESSAGE 655522576142958604
FROM Fenton IN #proposals-ä4 ON 2019-12-14 AT 21:32:41.173:
Proposal 20

Enact a rule with the following text:
{
If a proposal would be accepted by the monarch but isn't due to superficial reasons (reasons that are irrelevant to the function of said proposal) such as;
typos
improper formatting 
offending characters
The monarch may (with the proposer's consent) edit the proposal to change it to the royal standard. 
}

MESSAGE 655544309910732844
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-14 AT 22:59:02.907:
**Proposal 21**

Amend the initial rule by deleting the following paragraph: "No person shall modify or delete proposals."

Enact a new Rule with the following text:
{
No person shall delete proposals.

No person shall modify proposals without explicit public approval from the Monarch. Approval can only be given by the Monarch to correct the following superficial defects:
- Typos
- Improper formatting 
- Offending characters
}

MESSAGE 655547605765455872
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-14 AT 23:12:08.7:
**Proposal 22**

Enact a new Rule with the following text:
{
Each rule that does not have a number can be given a unique number by the Monarch. The first number given by the Monarch must be 1, each additional number given must be exactly 1 higher than the previous number.
}

MESSAGE 655718482662522901
FROM Fenton IN #proposals-ä4 ON 2019-12-15 AT 10:31:08.927:
Proposal 23

Enact a rule with the following text:
{
If the monarch approves a proposal, the proposer of that proposal gains 5 IP.
}

MESSAGE 655720149491515423
FROM Fenton IN #proposals-ä4 ON 2019-12-15 AT 10:37:46.33:
Proposal 24

Enact a rule with the following text:
{
The game of Imperial Infinte Nomic (4) is separated into distinct phases called 'days'. Each day begins and ends at the discretion of the monarch via announcement. 
The monarch may label days with a date (15.12.2019) but may only do so in ascending order from the last labeled day.
A day may last indefinitely if the monarch doest announce to end it (through Rule 2 and real world time have no effect on the Royal Day)
}

MESSAGE 655790339462004756
FROM Fenton IN #proposals-ä4 ON 2019-12-15 AT 15:16:40.923:
Proposal 25

Enact a rule with the following text:
{
When a new rule is approved and entered into the ruleset, it is given a 'signature of authorship'.
This is a mark that shows which player initially proposed the rule, such a mark can simply be having their name in the rule.
Any player who's signature is on a rule is consider the author of that rule.
}
(doing this again since I figured out how law scribing works now, and I'm bored.)

MESSAGE 655855917627080715
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-15 AT 19:37:15.976:
**Proposal 26**

Enact the following text as a rule:

A player gains 5 points when they provide proof of reaching a geohashing location from that day.
Geohashing locations are defined from the algorithm contained in the comic strip at xkcd.com/426. Recommended is visiting the url geohashing.info to find the daily geohashing location.

MESSAGE 655871519032868884
FROM Fenton IN #proposals-ä4 ON 2019-12-15 AT 20:39:15.641:
Proposal 27

Ammend Rule 11 to state
{
A player gains 5 points when they provide proof of reaching a geohashing location from that day. **Points may only be received once per day in ingame time**
Geohashing locations are defined from the algorithm contained in the comic strip at xkcd.com/426. Recommended is visiting the url geohashing.info to find the daily geohashing location.
}

MESSAGE 655880758149382163
FROM Zephnik IN #proposals-ä4 ON 2019-12-15 AT 21:15:58.418:
Proposal 29

Enact a rule with the following text:
{
Each player may propose something up to once per day. 
}

MESSAGE 655881057681408020
FROM Zephnik IN #proposals-ä4 ON 2019-12-15 AT 21:17:09.832:
<@303231810740027392> your latest proposal is 26, which already exists.

MESSAGE 655888406106210315
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-15 AT 21:46:21.833:
**Proposal 29**

Ammend the the text of pro 26

Enact the following text as a rule:

A player gains 5 points when they provide proof of reaching a geohashing location from that day. They can only gain these points once per location each day.
Geohashing locations are defined from the algorithm contained in the comic strip at xkcd.com/426. Recommended is visiting the url geohashing.info to find the daily geohashing location.

MESSAGE 656367511352115220
FROM Fenton IN #proposals-ä4 ON 2019-12-17 AT 05:30:09.425:
Proposal 30
Introduce a new channel #royal-clock

MESSAGE 656522515614662657
FROM Fenton IN #proposals-ä4 ON 2019-12-17 AT 15:46:05.321:
Proposal 31

Enact a rule with the following text;
{
Each player may own items. 
Items exist as representatives of objects or other entities that a player may possess. 
Items have various properties unique to each individual item or its copies.
}

MESSAGE 656523257251364904
FROM Fenton IN #proposals-ä4 ON 2019-12-17 AT 15:49:02.141:
Proposal 32

Introduce a new role of Royal Crier (or Crier for short) and a new channel #dailycry.
The purpose of the Royal Crier is to track players and their assets (IP, items, any further information) through public announcements.

MESSAGE 656628629253390405
FROM Fenton IN #proposals-ä4 ON 2019-12-17 AT 22:47:44.784:
Proposal 33

Enact a rule with the following text;
{
 A player may have the role of Royal Crier (or Crier for short) and a new channel #dailycry.
The purpose of the Royal Crier is to track players and their assets (IP, items, any further information) through public announcements.
Royal Crier is chosen by the monarch. 

Current RC is TBA
}

MESSAGE 656753787838398484
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-18 AT 07:05:04.916:
**Proposal 34**

Enact the following rule:

Helicopter Rule
A player can offer 100 points to the Monarch by stating in <#518856008605499402> "I want to borrow the Monarch's Helicopter." If the Monarch agrees to accept the 100 points, that player lose 100 points and the Monarch gains 100 points. (The player must have at least 100 points.) For the next 72 hours, you are temporarily the Monarch and the Monarch (whose "helicopter" you borrowed) is not the Monarch. After 72 hours, that player ceases to be the Monarch. The previous Monarch then resumes their duty as the Monarch.

MESSAGE 656844321328463889
FROM Fenton IN #proposals-ä4 ON 2019-12-18 AT 13:04:49.782:
Proposal 35

Enact a new rule with the following text:
{
When a Rule calls for an office whose holder is defined in the Rules, the Monarch can, by public announcement, amend the Rule that defines the holder of the office in order to update the holder, provided the new holder is selected using the method specified in the rules.
}

MESSAGE 656975696920444938
FROM Fenton IN #proposals-ä4 ON 2019-12-18 AT 21:46:52.164:
Proposal 36
Wolfgang has the role of Royal Crier.

(I just want to do announcements since I'm having a blast with what little power I have)

MESSAGE 657422656114786316
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 03:22:55.54:
Proposal 37

In accordance with rule 12, I wish to introduce a new item, the village deed.

Enact a rule with the following text;
{
Item; Village Deed
For each Village Deed a player owns, they own 1 village.
Villages produce one IP per imperial day.
The cost of a village is 10+5n IP (n=number of villages owned at the start of that day).
Players willing to purchase village deeds say so publicly in <#518856008605499402> and subtract the cost from their IP value.
}

MESSAGE 657429957252743228
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 03:51:56.267:
Proposal 38

Ammend Rule 12 to state
{
Each player may own items. Items exist as representatives of objects or other entities that a player may possess. Items have various properties unique to each item and its copies.
**Players may obtain items through means specified in the items description.
Two common methods are 
bequeathment (the monarch gives the item to a player) and 
purchase, where a player with sufficient IP or other resources can lose a specific number of IP or resources to gain the item being purchased.

Items that are available in game are listed in the channel <#657020718743158815> along with other relevant information.**
}

MESSAGE 657543880170012687
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 11:24:37.607:
*Proposal 39*

Enact a new rule with the following text:
{
At the beginning of each new Royal Day, the Monarch collects taxes of 10% of each player's total IP, rounded down to the nearest whole point. The Royal Crier shall record the updated balances in the <#657020718743158815>.
}

MESSAGE 657605741989068807
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 15:30:26.614:
**Proposal 40**

Enact a rule with the following text:

The Monarch may appoint, by public announcement, a person to act as Lord Justice. The Lord Justice shall write Adjudications to resolve disputes or ambiguities in rule interpretation. Adjudications shall be numbered sequentially starting at 1. If the Lord Justice fails to post an Adjudication within 72 hours of a request to do so from any player, they cease to be Lord Justice with immediate effect and the Monarch shall appoint their replacement.

MESSAGE 657635338201595934
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 17:28:02.901:
Proposal 41

Ammend Rule 10 to state
{
The game of Imperial Infinte Nomic (4) is separated into distinct phases called 'days' **to represent turns and effects of time in game**. Each day begins and ends at the discretion of the monarch via announcement. A day may last indefinitely if the monarch doesn't announce to end it (through Rule 2 and real world time have no effect on the Royal Day)
**The monarch may only progress to the next day every 24 hours in the real world.**
}

MESSAGE 657651699741097993
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-20 AT 18:33:03.796:
*Proposal 42*

42 is the answer to life, the universe, and everything.

MESSAGE 657695964575825960
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-20 AT 21:28:57.355:
*Proposal 43*

Enact the following rule:

A player immediately loses 5 points upon submitting a proposal. A player may not submit a proposal if the have less than 5 points.

MESSAGE 657697731091103764
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 21:35:58.525:
Proposal 44

Enact a rule with the following text;
{
Item; Village 
Villages produce one IP per imperial day which is added to its owner's IP value. 
The cost of a village is 10+5n IP (n=number of villages in play at the start of that day).
Players with sufficient IP may state that they wish to purchase a village in <#518856008605499402>, and after subtracting the required IP, obtain the village. 
}

MESSAGE 657698324723531802
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 21:38:20.058:
**Proposal 45**

Enact a rule with the following text:

The Monarch may bequeath the Imperial Seal to any other person in order to ease the burdens of their office. There is only one Imperial Seal. The person in possession if the Seal may accept or reject proposals and otherwise discharge the duties of the Monarch on their behalf. Rules enacted, amended or repealed under the authority of the Seal shall be marked with an “IS” for easy identification. The Monarch may overturn a decision made under the authorty of the Seal at any time, by public announcement, but this shall not retrospectively invalidate any activities which took place while the decision was under effect.

MESSAGE 657699012710891571
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 21:41:04.087:
Proposal 46

Enact a rule with the following text;
{
Item; Manor
At the beginning of each day, if the owner of a manor/s has less than 10xIP (x=number of owned manors), their IP value is increased to 10xIP.
Cost of a manor is 15+10nIP (n=number of manors in play at the beginning of that day).
}

MESSAGE 657699149554122767
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 21:41:36.713:
**Proposal 47**

Enact a rule with the following text:

All roles and offices, including that of the Monarch, may appoint by public announcement any person to be their heir. The heir shall adopt the title of the role with "in waiting" appended. The heir ascends automatically to the role to which they are heir if the incumbent who appointed them ceases to possess it.

MESSAGE 657699624072773644
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 21:43:29.847:
**Proposal 48**

Enact a rule with the following text:

At the beginning of each Royal Day, after taxes have been collected, the Monarch shall pay the player holding each office or role of state a salary. The salary shall be 2 IP unless otherwise specified in the definition of that role.

MESSAGE 657699787973328966
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-20 AT 21:44:08.924:
**Proposal 49**

Enact the following rule:

The Monarch may use an action called "pillaging" but stating in <#518856008605499402>  an intent to pillage a specific player that owns a Village and/or Manor. That player is immediately taxed at the normal tax rate. After a Monarc has pillaged 3 players, the Monarch is overthrown and one of those 3 players is randomly chosen to be the Monarch.

MESSAGE 657700688414900258
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 21:47:43.606:
**Proposal 50**

Enact a rule with the following text:

Players may trade items and IP with each other by any agreement, as long as the terms of such an agreement are posted publicly and attested by all involved parties.

MESSAGE 657705792904101899
FROM empowermint IN #proposals-ä4 ON 2019-12-20 AT 22:08:00.611:
**Proposal 51**

Update Rule 4 as follows:

If the Monarch fails to either approve or reject a proposal within 72 hours of it being submitted, then that Monarch is ceases to be Monarch and a different participant is **chosen by an election of all players (including the former Monarch). The election will be organised by the person with the most IP at the start of that election. The player with the most votes by simple majority becomes the Monarch. In the event of a tie, the player with the most IP takes precedence.**

MESSAGE 657707018324279336
FROM Fenton IN #proposals-ä4 ON 2019-12-20 AT 22:12:52.774:
Proposal 52

Enact a rule with the following text

{
When a player who is monarch ceases to be monarch, their IP value is shared equally (rounded down) amongst all players, including the former monarch.
}

MESSAGE 657895811836936212
FROM Zephnik IN #proposals-ä4 ON 2019-12-21 AT 10:43:04.655:
Proposal 53

Enact a rule with the following text:

{
The Monarch may subtract any amount of IP from one player per Royal Day. 
Upon doing this, the Monarch also loses the same amount of IP. 
}

MESSAGE 658041275483684865
FROM Fenton IN #proposals-ä4 ON 2019-12-21 AT 20:21:05.891:
Proposal 54

Enact a rule with the following text;

{
At the start of every new day, the monarch must choose 1 player other than themselves, this player receives 1 Village.
The monarch receives IP equal to the number of Villages that player now has. 
The monarch may not choose the same player twice in a row.
}

MESSAGE 658074754774859806
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-21 AT 22:34:07.976:
**Proposal 55**

Every playr has 24*7 hours to submit an original song to the Monarch to celebrate their glory. At that time, the Monarch shall choose a song as their favorite. The player that sent that song recieves 50 IP

MESSAGE 658081282445541377
FROM empowermint IN #proposals-ä4 ON 2019-12-21 AT 23:00:04.294:
**Proposal 56**

Enact a rule with the following text:

Players holding an office or role of state shall recieve a salary of 2 IP per Royal Day, unless otherwise specified in that role’s description. Salaries are paid by the Monarch at the beginning of each Royal Day, after taxes have been collected. Each eligible player adds the sum of their salary to their points balance; the Monarch deducts the total sum of salaries paid from their points balance.

MESSAGE 658095092867006465
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-21 AT 23:54:56.955:
**Proposal 57**

Enact the following rule:

No player may have less than 0 points. If any actionsl were to put a player below 0 points, that action does not occur.

MESSAGE 658122554342375465
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-22 AT 01:44:04.281:
**Proposal 58**

Eradicate from existance the rule created by Proposal 57.

MESSAGE 658329028469456896
FROM Fenton IN #proposals-ä4 ON 2019-12-22 AT 15:24:31.549:
Proposal 59

Reverse the effect of Proposal 58

MESSAGE 658329852125904907
FROM Fenton IN #proposals-ä4 ON 2019-12-22 AT 15:27:47.924:
Proposal 60

Enact a rule with the following text;
{
The monarch must declare a new day every 48 hours at most. Failure to do so causes the monarch to lose their position.
}

MESSAGE 658414124144787457
FROM Fenton IN #proposals-ä4 ON 2019-12-22 AT 21:02:39.939:
Proposal 61

Ammend Rule 3 to state
This rule associates with each player a scalar quantity known as Imperial Points. This is a representation of the number of points owned by them. Imperial Points (IP for short) may also be referred to as points for short.
**This value may never fall below 0. If any event would render a player's IP <0, their IP value will simply stop at 0.**

MESSAGE 658422849190625300
FROM Termite IN #proposals-ä4 ON 2019-12-22 AT 21:37:20.152:
Proposal 62

Enact a rule with the following text:

{
When submiting a proposal a player can use "ceil()" as a shorthand that indicates that the value between parentesis is being rounded up, and "floor()" as a shorthand that indicates that the value between parentesis is being rounded down.
}

MESSAGE 658486573163216896
FROM empowermint IN #proposals-ä4 ON 2019-12-23 AT 01:50:33.131:
**Proposal 63**

Enact a rule with the following text:

The Monarch may declare a Tournament Day with one royal day’s notice by public announcement. Such notice may include a theme for the Tournament. On a Tournament Day, players may elect to present themselves to the court by posting one piece of content in #creativity. The Monarch may gift to participating players up to an overall total of 50 IP per Tournament, by public announcement. (Prizes are added to the winner’s total after the next round of tax, but not deducted from the Monarch’s total.)

MESSAGE 658770845124001792
FROM Fenton IN #proposals-ä4 ON 2019-12-23 AT 20:40:08.848:
Proposal 64

Enact a rule with the following text

{
Item; Haggler; For each Haggler that a player owns, they may temporarily reduce the price of items on the market by 5IP once per day. The price reduction stays until any player purchases an item with reductions, the reductions are removed and the price returns to normal the following day. This reduction cannot be applied to Hagglers. Prices cannot be reduced below 5IP.
Costs 15IP
}

MESSAGE 658782668007407637
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-23 AT 21:27:07.643:
**Proposal 65**

Enact the following rule:

Any player may challenge another player to a game on Plato in the Infinite Games group. Anyone that wins a game with another player or players receives 1 IP from each losing player.

MESSAGE 658891192162975745
FROM Fenton IN #proposals-ä4 ON 2019-12-24 AT 04:38:21.818:
Proposal 66

Enact rules with the following text;
{
Associate with each player a scalar quantity known as Council Points.  Council Points (CP for short) may also be referred to as points for short. 1CP may be converted into (or sold for) 25IP.
}

{
 - Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc). 
-The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.
-The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect from the beginning of the next day to the end; this motion takes precedence over all rules except for this one.  All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.
-Players may expend CP to gain votes (1CP = 1 vote).
}

MESSAGE 658891411344588820
FROM Fenton IN #proposals-ä4 ON 2019-12-24 AT 04:39:14.075:
Proposal 67

Enact a rule with the following text
{
Players receive 1CP for;
Proposing a motion
Having their motion chosen for voting
Having their motion receive the most votes.
}

MESSAGE 658974837024358410
FROM empowermint IN #proposals-ä4 ON 2019-12-24 AT 10:10:44.307:
**Proposal 68**

Enact a rule with the following text:

Players may challenge each other to joust by public contract, and may place such bets and forfeits as they deem appropriate so long as all participants agree in writing. The combatants have from the beginning to the end of the Royal Day following their contract to pass as many proposals as possible. The player with the most accepted proposals is the winner of the joust.

MESSAGE 659105928234139668
FROM Fenton IN #proposals-ä4 ON 2019-12-24 AT 18:51:38.887:
Proposal 69

Amend Rule 7 to read:
{
No person shall delete proposals. No person shall edit a proposal after the Monarch has publicly approved or refused to approve it.
}

MESSAGE 659152097912291390
FROM Fenton IN #proposals-ä4 ON 2019-12-24 AT 21:55:06.596:
Proposal 70

Amend Rule 26 to read:
{
 - Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc). 
-The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.
-The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect from the beginning of the next day to the end; this motion takes precedence over all rules except for this one.  All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.
-Players may expend CP to gain votes (1CP = 1 vote).
}

MESSAGE 659228474023608322
FROM empowermint IN #proposals-ä4 ON 2019-12-25 AT 02:58:36.08:
**Proposal 71**

Enact a rule with the following text:

Players may combine three or more villages they own into a town, by making a public announcement and assigning the town a name not used elsewhere in the game.

Each town is associated with an integer called its size, which represents the number of constituent villages it contains, and is initially set to the number of villages combined to form it. Each royal day, a town yields its size in IP and this is added to its owner’s IP value.

Towns grow in size organically on the last day of each royal week, irrespective of when the town was formed or last grown. Organic growth is accounted before the day’s land yield. The addition to the size is S/10 rounded up to the nearest whole number, where S is the size before the growth. A town may also be artificially grown at any time if a player declares they combine it with one or more villages they own. 

Towns cannot be combined, nor can they be split into villages or smaller towns.

The size value of a town counts towards the total number of villages with regards to calculating the cost of purchasing a village.

MESSAGE 659299463264993290
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-25 AT 07:40:41.234:
**Proposal 72**

Enact a rule with the following text
{
Once per day, the player with the most Villages must pay a property tax equal to  n/2 IP, rounded down to the nearest whole number (n = number of villages owned by that player). This tax is stored in The Treasury, which is listed in <#657020718743158815>. In the event of a tie for the most villages, no tax is paid. 
}

MESSAGE 659300385630191616
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-25 AT 07:44:21.143:
**Proposal 73**

Enact the following change
{
All players receive 1 Village. 
}

MESSAGE 659424164066623489
FROM Fenton IN #proposals-ä4 ON 2019-12-25 AT 15:56:12.222:
Proposal 74

Ammend Rule 5 to read; 
{
A player's IP value is listed in the channel <#657020718743158815>. The Royal Crier keeps record of points as faithfully as possible. Any discrepancies in IP value can be challenged by any player. The result of this challenge is adjudicated by Lord Justice. 
} 

(I'm tired of worrying if everyone has the correct IP)

MESSAGE 659434399259164682
FROM empowermint IN #proposals-ä4 ON 2019-12-25 AT 16:36:52.482:
**Proposal 75**

Enact a rule with the following text:

A city is a town which is granted city status by the Monarch. Unless expressly contradicted, all rules applying to towns also apply to cities; but rules applying to cities do not also apply to towns unless this is expressly stated.

By public announcement, the Monarch may grant any town city status at any time and for any reason, and may revoke or reinstate such a grant at any time and for any reason. Players may petition for a royal warrant for city status for a town with a size of ten or more.

A city produces a daily IP yield of of its size plus 10%, rounded down to the nearest whole point.

MESSAGE 659435118703935497
FROM empowermint IN #proposals-ä4 ON 2019-12-25 AT 16:39:44.011:
**Proposal 76**

Enact a rule with the following text:

The principle administrative divisions of Imperial Nomic are the barony, the county, and the duchy.

**Proposal 77**

Enact a rule with the following text:

Players other than the Monarch may declare a group of three or more habitations they possess to be a barony. (A habitation is a village or town.) On creation, the barony must be given a name not otherwise used in the game. Players possessing a barony earn the right to the title of baron or baroness.

**Proposal 78**

Enact a rule with the following text:

Players others than the Monarch may declare a group of three of more baronies or cities they possess to be a county. A county must contain at least one town or city. On creation, the county must be given a name not otherwise used in the game. Players possessing a county earn the right to the title of count or countess.

**Proposal 79**

Enact a rule with the following text:

The Monarch may declare a group of three or more counties to be a duchy. Players who are not the Monarch may petition for such a declaration. On creation, the player who owns the duchy must give it a name not otherwise used in the game, and circulate a sketched map of the territory involved. Players posessing a duchy earn the right to the title of duke or duchess.

MESSAGE 659577746837602314
FROM Fenton IN #proposals-ä4 ON 2019-12-26 AT 02:06:29.208:
Proposal 80

Enact a rule with the following text;

If a player wishes to leave the game, they simply state so in <#518856008605499402>. They then lose player status, and all their assets (IP, Villages, CP, etc) are given to Treasury.

MESSAGE 659580772528816138
FROM Fenton IN #proposals-ä4 ON 2019-12-26 AT 02:18:30.589:
Proposal 81

Enact a rule with the following text;

Treasury is a player with all the rights and responsibilities of a human player.
The monarch may control its actions by stating so in <#518856008605499402>. Treasury cannot be monarch or make proposals.

MESSAGE 659727322030800899
FROM Zephnik IN #proposals-ä4 ON 2019-12-26 AT 12:00:50.713:
Proposal 82:

Enact a new rule with the following text:

{
The Monarch is a goofball.
}

MESSAGE 659729172989607937
FROM Fenton IN #proposals-ä4 ON 2019-12-26 AT 12:08:12.016:
Proposal 83:

Enact a rule with the following text:

The monarch is a goofball. Any rules that affect goofballs affect the monarch. In any official announcements (such as in <#655205832421670912>, the monarch must suffix 'I' with '(the monarch and goofball) '.

MESSAGE 659788688426926091
FROM Fenton IN #proposals-ä4 ON 2019-12-26 AT 16:04:41.602:
Proposal 84

Ammend Rule 26 to state;

Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc).

The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.

The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect **immediately, and any effects that are not immediately resolved may still be in effect until the beginning of the next council (last day of the week).** These effects take precedence over all other rules except for this one. All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.

Players may expend CP to gain votes (1CP = 1 vote).

MESSAGE 659823548914991183
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-26 AT 18:23:12.99:
**Proposal 85**

Delete Rule 9

Amend Rule 4 to read:
{
Anytime the Monarch approves a proposal, they gain 1 IP, and the proposer of that proposal gains 5 IP.
}

MESSAGE 659965647245017170
FROM HeuryAlone IN #proposals-ä4 ON 2019-12-27 AT 03:47:51.872:
**Proposal 86**

Enact the following rule:

For 1000 IP a player purchase a Mine by publically stating their purchase in <#518856008605499402>. Any player with a Mine gains 20 IP per day.

MESSAGE 660314732472958996
FROM Fenton IN #proposals-ä4 ON 2019-12-28 AT 02:55:00.276:
Proposal 87

Ammend Rule 17 to state;
{
Item; Village Villages produce one IP per imperial day which is added to its owner's IP value. The cost of a village is 10+n IP (n=number of villages in play at the start of that day). Players with sufficient IP may state that they wish to purchase a village in <#518856008605499402>, and after subtracting the required IP, obtain the village.
} 

(this is just making them affordable)

MESSAGE 660480542000545802
FROM Fenton IN #proposals-ä4 ON 2019-12-28 AT 13:53:52.348:
Proposal 88

Ammend Rule 10 to state;

{
The game of Imperial Infinte Nomic (4) is separated into distinct phases called 'days' to represent turns and effects of time in game. Each ends at the discretion of the monarch via announcement, automatically starting a new day. The monarch may only progress to the next day every 24 hours in the real world.
If it has been 24 hours since the day began and the 8th proposal is passed, the day automatically ends and a new one begins. 
}

MESSAGE 660481375119474688
FROM Fenton IN #proposals-ä4 ON 2019-12-28 AT 13:57:10.979:
Proposal 89

Ammend Rule 22 to state;

{
At the start of every new day, the monarch may choose 1 player other than themselves, this player receives 1 Village. The monarch receives IP equal to the number of Villages that player now has. The monarch may not choose the same player twice in a row.
If the monarch fails to do so by the end of the day, a player is randomly chosen to recieve a village (but the monarch gets no points from this).
}

MESSAGE 660906167534354442
FROM Termite IN #proposals-ä4 ON 2019-12-29 AT 18:05:09.383:
Proposal 90

Enact a rule that states
{
A player can ask for a loan from the Treasury. The monarch is entitled to negotiate the payment of the loan, including , method of payment(ips or in game items),time of payment, and value paid(never smaller than the value of the loan).
The monarch is also entitled to withhold the loan.
}

MESSAGE 660913265999609914
FROM Fenton IN #proposals-ä4 ON 2019-12-29 AT 18:33:21.789:
Proposal 91

Enact a rule with the following text
{
The Treasury is exempt from the tax of Rule 15. Instead the monarch after collecting taxes pays 10% of their IP value rounded down to the Treasury. 
}

MESSAGE 660922354548998145
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-29 AT 19:09:28.668:
Proposal 92

Amend rule 10 to the following:
{
The game of Imperial Infinite Nomic (4) is separated into distinct phases called 'days' to represent turns and effects of time in game. Each day begins and ends at the discretion of the monarch via announcement. A day may last indefinitely if the monarch doesn't announce to end it (through Rule 2 and real world time have no effect on the Royal Day) The monarch may only progress to the next day every 24 hours in the real world.
}

(the word Infinite was typo'd as infinte)

MESSAGE 661013086492164136
FROM empowermint IN #proposals-ä4 ON 2019-12-30 AT 01:10:00.849:
**Proposal 93**

Noting that the Treasury now has explicit lending powers, amend Rule 19 to the following (bold text to indicate edits and not part of the rule):

Players may trade items and IP with each other by any agreement, as long as the terms of such an agreement are posted publicly and attested by all involved parties. **Unless allowed explicitly by another rule, loan agreements of IP are not allowed, nor any agreement involving interest.**

MESSAGE 661018535648165908
FROM empowermint IN #proposals-ä4 ON 2019-12-30 AT 01:31:40.029:
**Proposal 94**

Enact a rule with the following text:

Unless otherwise specified, actions or consequences called for in lower rule numbers take place before and with precedence over actions called for in higher rule numbers. Sequences of actions within single rules take place in the order presented. Compulsory actions, if required to take place at a specific time, are considered to have taken place at that time even if the administration of those actions is delayed.

MESSAGE 661257469644767342
FROM Fenton IN #proposals-ä4 ON 2019-12-30 AT 17:21:06.333:
Proposal 95

Enact a rule with the following text:

{
Once a proposal is accepted by the monarch, it cannot be revoked or rejected.
The monarch may revoke a rejection on a proposal as long as it is the same day as the proposal was proposed.
}

MESSAGE 661425375322046471
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-31 AT 04:28:18.166:
**Proposal 96**

Enact the following change
{
All players (excluding The Imperial Karen and Wolfgang) receive 1 CP. 
}

MESSAGE 661426430244290580
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-31 AT 04:32:29.679:
**Proposal 97**

Amend Rule 27 to the following:
{
Players receive 1CP for;
Royal Council occurring  
Proposing a motion 
Having their motion chosen for voting 
Having their motion receive the most votes
}

MESSAGE 661427641424805889
FROM Termite IN #proposals-ä4 ON 2019-12-31 AT 04:37:18.447:
**Proposal 98**

Amend Rule 26 to the following:
{
Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc).

The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.

The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect immediately, and any effects that are not immediately resolved may still be in effect until the beginning of the next council (last day of the week). These effects take precedence over all other rules except for this one. All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.

The votes for the motions(or neither) are couted at the end of the Royal Council.

Players may expend CP to gain votes (1CP = 1 vote).
}

MESSAGE 661431060017578010
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-31 AT 04:50:53.503:
**Proposal 99**

Amend Rule 17 to the following:
{
Item; Village Villages produce one IP per imperial day which is added to its owner's IP value. Players may purchase a Village for 10+n IP (n=number of villages in play at the start of that day).
}

MESSAGE 661431530056581121
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-31 AT 04:52:45.569:
**Proposal 100**

Amend Rule 12 to the following:
{
Each player may own items. Items exist as representatives of objects or other entities that a player may possess. Items have various properties unique to each item and its copies. Players may obtain items through means specified in the items description. Two common methods are bequeathment (the monarch gives the item to a player) and purchase, where a player with sufficient IP or other resources can lose a specific number of IP or resources to gain the item being purchased.

*Purchases must be conducted in the channel #market*

Items that are available in game are listed in the channel <#657020718743158815> along with other relevant information.
}
(changes italicized)

MESSAGE 661435698410160129
FROM Klink'o'Lantern IN #proposals-ä4 ON 2019-12-31 AT 05:09:19.382:
**Proposal 101**

Enact a Rule with the following text:
{
Item; Guillotine

The Guillotine can be used to remove from a player the role of Monarch, or any position chosen or appointed by the Monarch. The cost of the Guillotine is (1+n) * 100 IP  (n = the Monarchs IP value) 
}

MESSAGE 661736006898286592
FROM Termite IN #proposals-ä4 ON 2020-01-01 AT 01:02:38.505:
**Proposal 102**

Make <@179409793885143050> Lord Justice

MESSAGE 661809908609449993
FROM HeuryAlone IN #proposals-ä4 ON 2020-01-01 AT 05:56:18.046:
**Proposal 103**

The year is 2020

MESSAGE 662060707357130792
FROM Fenton IN #proposals-ä4 ON 2020-01-01 AT 22:32:53.127:
Proposal 104

Amend Rule 26 to the following:
{
Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc).

The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.

The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect immediately, and any effects that are not immediately resolved may still be in effect until the beginning of the next council (last day of the week). These effects take precedence over all other rules except for this one. All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.

The votes for the motions(or neither) are couted at the end of the Royal Council.

A player may cast one vote for free.
Players may expend CP to gain further votes (1CP = 1 vote).
}

MESSAGE 662077606694486016
FROM Fenton IN #proposals-ä4 ON 2020-01-01 AT 23:40:02.243:
Proposal 105

Amend Rule 27 to the following:
{
Players receive 1CP for;  
Proposing a motion 
Having their motion chosen for voting 
Having their motion receive the most votes
}

Amend Rule 26 to the following:
{
Royal Council is an event that occurs at the beginning of the last day of the week (Day 7, 14, 21, etc).

The monarch chooses two suggested motions and presents them to the players. All players but the monarch then vote. They can choose either one motion or neither.

The option (either one motion or neither) which has the most votes is adopted (if it is a motion). That motion (if any) takes effect immediately, and any effects that are not immediately resolved may still be in effect until the beginning of the next council (last day of the week). These effects take precedence over all other rules except for this one. All players but the monarch may suggest one motion for the upcoming Royal Council. Motions may not enact rules.

The votes for the motions(or neither) are couted at the end of the Royal Council.

A player may cast one vote for free.
Players may expend CP to gain further votes (1CP = 1 vote).
}

MESSAGE 662122592127287313
FROM empowermint IN #proposals-ä4 ON 2020-01-02 AT 02:38:47.606:
**Proposal 106**

Enact a rule with the following text:

Habitations (villages, towns and cities) are vulnerable to peasant revolts. On the second day of each royal week, a number of habitations equal to the IP value of the monarch and treasury divided by fifty and rounded down to the nearest whole number are chosen at random to begin revolting. The size of habitations has no bearing on this selection.

Revolting habitations produce no IP for the duration of their revolt.

Players can stop a revolt by paying the current value of the habitation and posting in <#518856008605499402>. The current value of a habitation is the current cost of a village, or that cost multiplied by the size of the town or city. This sum is deducted from the player’s IP value and removed from the game.

MESSAGE 662123009091567626
FROM empowermint IN #proposals-ä4 ON 2020-01-02 AT 02:40:27.018:
**Proposal 107**

Enact a rule with the following text:

Players may purchase churches by posting in <#661431720125661245>. Churches must be situated within a specific habitation or barony, specified at the time of purchase. The cost of a church is equal to that of a village. Habitations containing churches, or situated in baronies served by a church, automatically finish revolting at the end of the royal day following the start of their revolt.

MESSAGE 662127123690946560
FROM empowermint IN #proposals-ä4 ON 2020-01-02 AT 02:56:48.015:
**Proposal 108**

Enact a rule with the following text:

Each habitation is associated with a scalar value called is muster, which represents its ability to call upon citizens to perform militia functions such as defending the population against werewolves. Unless modified by other rules, the muster of a habitation is equal to its daily IP yield.

If a habitation is in revolt, the player may choose to muster the other habitations in the same administrative division to quell the rebellion. The muster required to do this is three times that of the revolting habitation.

MESSAGE 662151969993130025
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-02 AT 04:35:31.835:
**Proposal 109**
Enact a rule with the following text: 
{
If at any point the Monarch has 1000 IP or higher, they lose all IP and cease to be the Monarch.
}

MESSAGE 662342712577622016
FROM Fenton IN #proposals-ä4 ON 2020-01-02 AT 17:13:28.411:
Proposal 110

Enact a rule with the following text:
{
Quests are specialised goals players can work towards. 
Players suggest quests as proposals. Quests that are approved come into affect immediately. 
Quests are given a name, a goal, and reward. The first player (or players) to complete the quest earn its reward. 
}

MESSAGE 662398167224156210
FROM Fenton IN #proposals-ä4 ON 2020-01-02 AT 20:53:49.829:
Proposal 111

Enact a rule with the following text:
{
Adventures are specialised cooperative goals for players to work towards.
Adventures are given a name, goal (success terms), conditions, and consequences if failed.
Players who decide to participate can assist in competing the adventure, however they can also face the consequences of failure.
There can only be one active adventure at any time.
Players can suggest adventures in <#654076390907576320>, and after being accepted by the monarch are posted in a new channel #expectedjourney to track their progress.
The monarch cannot participate in adventures.
}

MESSAGE 662777225136963587
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-03 AT 22:00:04.278:
**Proposal 112**

Enact the following change:
{
Replace all references in the rules to the channels <#661431720125661245>  and <#662771621505007626>  with #public-forum
}

MESSAGE 662877405630693408
FROM Termite IN #proposals-ä4 ON 2020-01-04 AT 04:38:09.169:
**Proposal 113**

Amend rule 39 to state:
{
Churches are items players may purchase. Churches must be situated within a specific habitation or barony, specified at the time of purchase. The cost of a church is equal to 10+n IP (n=number of villages in play at the start of that day). Habitations containing churches, or situated in baronies served by a church, automatically finish revolting at the end of the royal day following the start of their revolt.
}

MESSAGE 663067472152231936
FROM Termite IN #proposals-ä4 ON 2020-01-04 AT 17:13:24.559:
**Proposal 114**

Enact a rule that states:
{
Boons are temporary items players other than the monarch may purchase. The monarch may create a limited number of Boons,no larger than the number of players divided by 2 and rounded down, at the start of the royal day, and players may only purchase Boons at the same Royal day they were created. Boons have special effects ,defined in the moment of creation.The price of a boon is also defined in the moment of creation. Boons effects are temporary and must not last more than 7 Royal days.
}

MESSAGE 663086584555503634
FROM Fenton IN #proposals-ä4 ON 2020-01-04 AT 18:29:21.311:
Proposal 115

Adventure
Immigant Inundation
With the growth of our kingdom, people are coming from far and wide. Unfortunately we can't house the masses knocking at our doors... Unless...

Goal;
Participants must purchase 40 villages before the next royal council.
Success;
Top 3 contributors (players who purchased the most villages during the adventure) have their villages (with respect to barony boundaries) become a town that grows once.
Failure;
All participants' villages revolt.

MESSAGE 663117369052495883
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-04 AT 20:31:40.907:
Proposal 116

Amend Rule 40 to the following:

{
Adventures are specialised cooperative goals for players to work towards. Adventures are given a name, goal (success terms), conditions, and consequences if failed. Players who decide to participate can assist in competing the adventure, however they can also face the consequences of failure. There can only be one active adventure at any time. Players can suggest adventures in <#654076390907576320>, and after being accepted by the monarch are posted in <#662785785413632001> to track their progress. The monarch cannot participate in adventures.
}

MESSAGE 663157398906601502
FROM Termite IN #proposals-ä4 ON 2020-01-04 AT 23:10:44.768:
**Proposal 117**

Enact a rule that states:
{
A barony is only elegible to become a county if it has a total size of at least 12, and also has at least 1 church.
}

MESSAGE 663159254835789860
FROM Termite IN #proposals-ä4 ON 2020-01-04 AT 23:18:07.256:
**Proposal 118**

Enact a rule that states:
{
A castle is an item that players may purchase for 500+50n(n is the current number of counties existing at the start of the Royal day), a castle is used to promote an eligible barony to county. It must be assigned to an eligible barony on purchase, players without any eligible baronies are not allowed to buy a castle.
}

MESSAGE 663163119862022165
FROM Fenton IN #proposals-ä4 ON 2020-01-04 AT 23:33:28.75:
Proposal 119

Amend Rule 30 to state;
{
The principle administrative divisions of Imperial Nomic are the barony, the county, and the duchy.
A scalar quantity known as 'size' is associated with each division and habitation. The size of a village is 1. The size of a town is its number of villages. The size of a division is the sum of the sizes of each of its components.
}

MESSAGE 663209372801040385
FROM Termite IN #proposals-ä4 ON 2020-01-05 AT 02:37:16.31:
**Proposal 120**

Amend Rule 8 to read:
{
Each rule has a number. No two rules can have the same number. This number can be used to uniquely identify a rule.

Rule numbers can be assigned and changed by the monarch. The monarch need not announce changes to rule numbers, so long as the rules, and their number assignments, are available in a public, easily accessible place.
}

Set the gamestate to what it would be if Rule 8 was enacted with the above text.

MESSAGE 663842525848797225
FROM Fenton IN #proposals-ä4 ON 2020-01-06 AT 20:33:11.76:
Proposal 121

Enact a rule with the following text;
{
When a revolt ends, the owner of the habitation that was revolting recieves 1CP.
}

MESSAGE 663876172572262441
FROM Termite IN #proposals-ä4 ON 2020-01-06 AT 22:46:53.764:
**Proposal 122**

Enact a rule that states:
{
Players are prohibited from editing messages on <#662785785413632001> .
}

MESSAGE 664669909816442910
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:20:55.47:
**Proposal 123**

Remove Rule 23
(mostly overlapping with adventures)

MESSAGE 664671202425438248
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:26:03.652:
**Proposal 124**

Amend Rule 20 to the following 
{
When a player who is monarch ceases to be monarch, their IP value is shared equally (rounded down) amongst all players, excluding the Treasury and including the former Monarch.
}

MESSAGE 664671700192985088
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:28:02.329:
**Proposal 125**

Amend Rule 24 to the following
{
Item; Haggler; For each Haggler that a player owns, they may temporarily reduce the price of items on the market by 5IP once per day. The price reduction stays until any player purchases an item with reductions, after which the reductions are removed and the price returns to normal immediately. This reduction cannot be applied to Hagglers. Prices cannot be reduced below 5IP. Costs 20IP.
}

MESSAGE 664673011651051520
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:33:15.005:
**Proposal 126**

Amend Rule 34 to the following
{
Item; Mine;  A player with at least one Mine gains 20 IP per day. A player may purchase a Mine for 1000IP.
}
(mines were not itemified)

MESSAGE 664675367843528706
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:42:36.765:
Proposal **127**

Amend Rule 24 to the following
{
Item; Haggler; For each Haggler that a player owns, they may temporarily reduce the price of items on the market by 5IP once per day. The price reduction stays until any player purchases an item with reductions, the reductions are removed and the price returns to normal the following day. This reduction cannot be applied to Hagglers. Prices cannot be reduced below 5IP. Players may purchase a Haggler for 20IP.
}

MESSAGE 664679091286573056
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-09 AT 03:57:24.503:
Propose **128**
{
Modify the gamestate so that the Day 10 message in <#657020718743158815> is correct and the Rules in https://github.com/Infinite-Nomic/Infinite-Nomic/blob/f568cca8768c0adeec09a306f5c6b1994e367eab/rules.md are correct.
}

MESSAGE 665695842648326146
FROM Termite IN #proposals-ä4 ON 2020-01-11 AT 23:17:36.918:
**Proposal 129**

Amend rule 31 to state:
{
Players other than the Monarch may declare a group of three or more habitations they possess to be a barony. On creation, the barony must be given a name not otherwise used in the game.
The owner of a barony can expand it by incorporating other habitations, baronies may only incorporate villages,towns, and cities. Players possessing a barony earn the right to the title of baron or baroness.
}

MESSAGE 669581737185247248
FROM Fenton IN #proposals-ä4 ON 2020-01-22 AT 16:38:46.372:
Proposal 130

Ceate a rule with the following text;

{
Habitations under revolt cannot be added to or removed from baronies, used to form baronies, converted into cities, or traded.
}

MESSAGE 671788973189758976
FROM Termite IN #proposals-ä4 ON 2020-01-28 AT 18:49:32.444:
Proposal 131

Create a rule that states:
{
If the Royal Crier fails to update the channel <#657020718743158815> within 24 hours of the Royal day change then the Royal Crier loses the role and the Monarch may chose a different player as a Royal Crier.
}

MESSAGE 671789600674414612
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-01-28 AT 18:52:02.048:
Proposal 132

Each player with at least 1 revolting habitation loses 1IP. All revolts end.

MESSAGE 675031365724536836
FROM Klink'o'Lantern IN #proposals-ä4 ON 2020-02-06 AT 17:33:39.065:
Proposal 133

Create a rule that states:
{
When a player makes their first proposal in a day, that player earns 5 IP and the Monarch earns 1 IP
}

MESSAGE 677987616104382464
FROM Fenton IN #proposals-ä4 ON 2020-02-14 AT 21:20:44.08:
Proposal 134

Destroy all rules and end Nomic 4.

MESSAGE 677987945948643378
FROM Fenton IN #proposals-ä4 ON 2020-02-14 AT 21:22:02.721:
Proposal 135

Hold a popular vote for all players with the options of;
A: Continue the game of Imperial Infinite Nomic 4
B: Destroy all rules and end Imperial Infinite Nomic 4

MESSAGE 678447320010063872
FROM HeuryAlone IN #proposals-ä4 ON 2020-02-16 AT 03:47:26.032:
Proposal 136

We all sing Justin Bieber at the top of our  lungs

